Abstract
Introduction
In the last decade, the dynamics of the development of society is increasingly growing. This affects all sectors of the economy and education, including. At school with students, gaming technologies are increasingly being used in accordance with the age of schoolchildren. Teachers, taking into account the peculiarities of child psychology, effectively and fairly professionally apply gaming methods in the course of training. The situation is somewhat different in the sphere of higher education. Students of the Y and Z generation, who have grown up on the wide application of computer games, social networks (Zdravkova, 2016) , technologies and innovative models in all spheres of life (Landers & Armstrong, 2017) come to universities. The pedagogical staff, especially the scientists of the older generation (generation X), often build their training courses, relying on the classical forms of conducting classes, and rarely using gaming methods. As a result, there is a contradiction between the need for students to obtain information, professional knowledge, competencies in the form in which they are accustomed, which is more accessible and better absorbed and the ability, the desire of the faculty to gamble the learning process.
The problem of gaming is the concern of theoreticians and practitioners around the world. This refers to business, government structures, representatives of the education sector (Alvarez et al, 2017 , Miguel et al, 2017 , Rogach et al, 2017 . Age and gender specificities of gaming are studied (Marti-Parreno et al, 2016) , security and confidentiality (Baxter et al, 2016) , cognitive learning (Lumsden et al, 2016) . Game methods are considered when forming a youth policy (Vinichenko et al, 2017) .
The main result of the study of Spanish scientists at the University of Valencia was that the use of Information and Communication Technologies (ICT) and classroom gaming in the classroom improved the motivation and training of students, especially those who were less motivated (Serrano and Fajardo, 2017) . American scientists for this offer to use regular online assignments (Moore & Pearson, 2017) . Another group of researchers suggests using game methods in making managerial decisions (Wittenbaum et al, 2004) .
As the study of the Spanish scientists Polytechnic University of Valencia shows, the use of smartphones in physics training has generated satisfaction and interest among students (Sans et al., 2015) .
Using the Dutch experience of gaming training of students with the help of the business game Logistic Support Game (LSG), it was possible to enhance the joint activity of trainees with the distribution of roles for the development of competencies, interaction and autonomy (Martinetti et al., 2017) .
German scientists proposed the integration of gaming management systems and training to create gaming techniques (Bartel et al., 2017) . Russian researchers have revealed the advisability of using gaming techniques in developing a reserve pool (Kirillov, et al., 2017) .
In general, the use of gaming methods increases the effectiveness of education.
Methodology
To improve the effectiveness of training managers in the Russian State Social University (RSSU) was chosen course for the gaming of the educational process. In January 2016, a program was developed in which the gaming process was divided into three phases, identifying at the end of each stage the nature and extent of the introduction of gaming methods into the educational process. The first stage of 2016-2017, the second phase of 2018-2019, the third phase of 2020-2021.
The first stage began with the study of the Russian and international experience of gaming training. May 18, 2016, the Moscow Scientific and Practical Conference was held: "Geomification: business and society", which examined and summarized the latest achievements in gaming and defined the tasks for the application of gaming methods in the training of management personnel. The whole faculty of the Russian State Social University was involved in the process of gaming. Each teacher developed and applied his own version of gaming methods in conducting lectures and practical exercises. The main organizer of gaming was the faculty of management. Representatives of the business partners of the ANCOR personnel holding and the group of companies HeadHunter were involved in the management system to transfer experience of gaming. They conducted master classes and demonstrated in practice gaming methods of teaching.
In the interest of assessing the effectiveness of work at the first stage, a methodology was developed to identify the extent and nature of the introduction of gaming methods in the process of training managerial staff and the satisfaction of students and teachers with the gaming of the educational process. Complexly applied methods of typological, historicalgenetic, comparative analysis. The empirical basis was the results of a sociological survey conducted among students and teachers of the Russian State Social University in January 2018. The survey was conducted using the Google Forms online service. The collected data were processed using mathematical statistics. Then, a comparative analysis of the assessment of students 'and teachers' training of managerial personnel on specified indicators was made based on the gaming of the educational process. 48 teachers and 178 students took part in the sociological survey.
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Implementation of game methods in the preparation of management personnel
The aim of the study was to identify the extent and nature of the introduction of gaming methods in the educational process through the assessment (satisfaction) of students and teachers of the gaming process in the university.
Results
The importance of gaming technology for obtaining knowledge and professional competencies was noted by 37.5% of teachers, 27% were of secondary importance and 15% were not singled out among other technologies. The opinions of students on this issue generally coincided with the assessment of teachers. The importance of gaming technology is also put on the first place -43% of students, a secondary role was noted by 29% and 13.5% of students named equal in relation to other technologies in the matter of obtaining professional competencies.
Constraints to the introduction of gaming technology for teachers are a large amount of time to prepare for the lesson (52%), a large training load (46%) and lack of motivation for the teacher to conduct classes with elements of the game (23%).
A special place was occupied by the answers to the question: "How often are gaming technologies used during the lesson?" Most teachers sometimes use gaming technology (62.5%). Only 29% of teachers use gaming technology on a continuous basis. This is dissatisfied with the students. 54% of respondents noted that only gaming techniques were used fragmentarily, and 37% of students were disappointed that the classes were generally conducted without the use of gaming technologies.
21% of teachers believe that the achievements (successes) received by students in classes using gaming methods increase the social status of students; 37.5% noted the indirect nature of such influence, and 21% of respondents expressed the opinion that they do not influence the social status of students at all. The students themselves gave more votes in favor of indirect influence (41%) and increasing their social status from success in gaming sessions (30%). 11% of students noted that such activities have no effect on their social status or have little effect.
Almost half of the teachers believe that practical training with the elements of the game is the most interesting for students (46%). On the second place were lectures with the game methodology (25%). Students were also more interested in practical exercises with elements of the game (54%) and lecture classes with gaming techniques (21%).
The assessment of the technologies used by teachers and students did not coincide. Teachers often use case studies (71%), brainstorming (59%) and complex business games (48%) most often in class. Students would like to see complex business games (62%), case studies (45.5%) and brainstorming (42%).
Discussion
The importance of the influence of gaming technology on the quality of obtaining knowledge and professional competencies was highly appreciated by 37.5% of teachers and 43% of students. The rest of the teachers give them or a secondary role or do not give them any significant significance at all. This indicates a weak awareness of teachers about the possibilities of such forms of conducting classes, little experience in the use of gaming methods, low motivation and the lack of a desire for continuous development of pedagogical skills.
The nature of the impact of achievements (successes) in games with gaming technology on social status was higher by students (30%), (teachers -21%). Students really felt the growth of their authority after a successful performance in such occupations. This should be used by teachers and more actively use this resource to improve the quality of classes. The effect of the "winner" in the classes and after their graduation is sometimes not clear, but a prolonged nature.
The greatest interest among teachers and students is caused by employment with the use of gaming technologies, and priority is given to practical exercises using gaming techniques. In these classes, students are most deeply involved in the process of obtaining knowledge, and the competences obtained are firmly and easily accessible.
The opinion of students and teachers on the frequency of the use of gaming methods did not coincide. Teachers believe that they pay much attention to the use of gaming technology in the classroom -29% -constantly, 63% sometimes they use it and 5% never. Students have confirmed only that gaming methods are sometimes used by teachers (54%). Only 4% of students agree that gaming technology is often used in the classroom and 36.5% of students said that they have never been used. This suggests that not all gaming technologies are perceived by students as such. The understanding of gaming technology among teachers and students is different. The differences in the vision of this process for the generation X and for the youths of the Y and Z generations are affected. In this regard, it is advisable for teachers to more deeply study the needs and forms of information perception among modern students.
In gaining knowledge and professional competencies, students give priority to complex business games, case studies and brainstorming. These classes were highly appreciated in view of the fact that they develop a set of professional competencies, a systematic approach 377 Implementation of game methods in the preparation of management personnel to the development of the profession is being formed. Teachers are more focused on creating content for distance learning, so the case study is highlighted.
Positive assessment of students and teachers received a practical lesson with a division into two opposing teams and a group of experts. On it students in a game form receive soft skills and hard skills. However, sometimes after the session, there is an element of conflict and discontent among the losers of the contest participants and group leaders, dissatisfaction with the assessment of experts.
Conclusion
The introduction of gaming in the university is controversial. With an understanding of the usefulness of gaming, only 29% of teachers constantly use gaming methods in class. The deterrent effect is influenced by such factors as a large amount of time to prepare for a lesson with gaming technology, a large training load and a lack of motivation for the teacher to use gaming methods in class. Students with a desire to participate in classes with gaming methods, as they are more deeply absorbed in the material, professional competencies are acquired, and the achievement of success in the class increases the social status of students. The most popular among them is the complex business game. However, the potential for gaming is not fully used.
To improve the effectiveness of the educational process, it is necessary:
1. Actively study and develop the theory and methodology of the gaming process of the educational process, participate in international conferences on gaming.
2. To improve the motivation of teachers and students to intensify the preparation, conduct and participation in classes using gaming methods.
3. To propagate the best practice of gaming of classes by conducting master classes, demonstration classes involving business partners and colleagues from other universities.
4. To introduce advanced gaming technologies into the educational process using electronic means, distance learning.
